Mission 1: Amphibious Assault
 (Disorder Attacking)



Victories by Imperial forces have captured important ground, but aggressive commanders have over-extended themselves. Reconnaissance shows that the Imperials have left relatively weak garrisons on the coast. The forces of disorder are seeking to seize this opportunity to push inland, capturing or destroying important fortifications, and fighting their way to an important highway supplying advancing forces of Order.


The Lydia Incident

The Armies (2,000 points each)

Disorder - may not take any heavy support units. All Disorder vehicles, jetbikes, jetpack, and jump pack models are considered amphibious and may move over water as if it were open ground. Only skimmers and flyers can move flat out. Jetbikes may turbo boost as normal. Foot infantry must use a transport or deep strike. Disorder forces have captured several Imperial vehicles and may take any number of Sevarus variant Chimeras as transports (50 points, 20 model capacity, no force org):  <http://fc00.deviantart.net/fs71/f/2013/065/3/c/sevarus_chimera_version1_1_test_by_arkurion-d5x5d3x.pdf>

Order - may not take elites. All fast attack and heavy support must be deployed in reserve. The order player(s) must spend at least 10% of their points on fortifications chosen from the 6th edition rulebook.

Roll for Warlord Traits and Psychic Powers.

Deployment 
	City/Open Terrain (16”) - Behind Enemy Lines

	Port/Beach (16”) - Order Deployment

	Ocean (16” / Dangerous Terrain) – Disorder moves on from long board edge



1st Turn: The forces of Disorder have the first turn. They begin by moving their forces on from the ocean long board edge (exactly as if from reserves, i.e. they are vulnerable to interceptor fire).

Victory Conditions: At the end of the game, the winner is the one with the most victory points. 

Objectives: Slay the Warlord, First Blood, Break/Hold the Fething Line

Game Length: Random Game Length

Mission Special Rules: 

Dawn Assault:
· Night fight on Turn 1.
· No Disorder models may infiltrate or outflank.

Break the Line: Disorder is trying to push through the enemy fortifications to disrupt enemy supply lines and seize an important roadway:
· Disorder scores 1VP for every scoring unit Behind Enemy Lines at the end of the game.
· Disorder scores 1 VP for every enemy fortification destroyed or abandoned (i.e. no Order scoring model within 6” of the fortification).

Hold the Fething Line: Order is trying to hold the enemy until they can call in artillery batteries and air support to eliminate the invaders:
· Order scores 1 VP for every enemy unit killed in the Ocean or Beach segments of the battlefield (or killed by interceptor fire).
· Order scores 2 VP for every fortification held at the end of the game (i.e. at least one Order scoring model within 6” of a fortification).
Mission 2: Sabotage!
 (Order Attacking)
During debrief by commissariat agents, loyalist refugees report a Tyranid spawning ground in the area. Imperial forces are deployed in a lightning raid to plant demolition charges on the reclamation pools and spawning-queens, and blow them all sky high!

The Armies (1,000 points each)

Order - May not take Heavy Support. Infiltrators/ Scouts can deploy after Disorder deployment (scout moves count from any board edge). All other units move onto the table on turn 1, from any table edge.

Disorder – Elites and Fast Attack must start in reserve. Reserves come on from a randomized table edge (1=near, 2=left, 3=right, 4=far, 5-6 = controlling player picks).

Roll for Warlord Traits and Psychic Powers.

Deployment
	  C
B
A




Disorder places three objectives (reclamation pools, spawning queens, or some other Tyranidesque piece of terrain) anywhere on the table, none within 12” of any other. Disorder deploys anywhere on the table more than 12” from a table edge.

1st Turn: The forces of Order have the first turn, they begin by moving their forces on from any board edge.

Victory Conditions: At the end of the game, the winner is the one with the most victory points. 

Objectives: Slay the Warlord, First Blood, Blow/Protect the Objectives, Light ‘Em Up

Game Length: Random Game Length

Mission Special Rules: 

Charges Set: Every Order infantry unit is equipped with one demolitions charge. They can charge the objectives, as if they were enemy models, to attach their charges (they may still be shot at, as normal). Once “engaged” with an objective, the unit will successfully arm the charge if it is otherwise unengaged at the end of any following assault phase (Disorder can interrupt by charging the unit, though the Order unit stays engaged with the objective).

[bookmark: _GoBack]Blow it Now!: Once a charge is set on an objective, the Order player can blow the charge at the end of ANY shooting phase (friend or foe) on a roll of 3+. All models within 6” of the objective instantly suffer a S4 AP- hit as the charge explodes and flaming debris is sent everywhere. Set charges at game end are immediately detonated. Order scores 3 VP for every objective successfully blown up.

Protect the Precious: These are key facilities and Disorder scores 3 VP for every objective that survives the game. Disorder may defuse demolitions charges by moving into contact or assaulting a sabotaged objective, defusing on a roll of 5+, setting it off on a roll o 1 (Disorder can only defuse if there are no Order models in base contact with the objective).

Light ‘em Up: Order gains 1 VP for every Disorder Troops unit killed. Disorder gains 1 VP for every Order Elites or Fast Attack unit killed.

Mission 3: Genocide
With Imperial forces in disarray, the forces of Disorder are assembling to exterminate, assimilate, enslave, or consume the vulnerable population. Local forces are trying to hunker down and hold on, they have been told that help is on the way…


The Armies (1,250 points each)

Use standard force org. The forces of order must allocate points for three units of IG conscripts to represent local defense forces or scrappy civilians (65 points per unit, 20 conscripts each, led by 1 guardsman).

Roll for Warlord Traits and Psychic Powers.

Deployment
	Order Deployment (12”)

	  5
4
3
1
2
6


	Disorder Deployment (12”)



Order secretly assigns each conscript unit to a marker 1-6, and then the Disorder player places 6 numbered objective markers anywhere on the table at least 12” from any board edge or other marker, and not in a deployment zone.

1st Turn: The forces of Disorder have the first turn.

Victory Conditions: At the end of the game, the winner is the one with the most victory points. 

Objectives: Slay the Warlord, First Blood, Linebreaker, Civilians…

Game Length: Normal Game Length

Mission Special Rules: 

Civilians, come out to playay…: when any unit moves within 3” of an objective marker the Order player must reveal if a conscript unit is located there, deploying them within 6” of the marker. The conscripts are allowed to immediately make a shooting attack as they emerge from ambush. The conscripts join the Order player and have the Stubborn and Objective Secured special rules.

If no squad is assigned to that marker, that objective is worth 1 VP, the player rolls for mysterious objectives:
· 1-2 = it’s a trap (unit suffers d6 S4 hits)
· 3-4 = medical stash (units gain 5+ Feel No Pain while within 3”)
· 5-6 = hurt VIP (the objective is worth 2 VP)

Each conscript squad’s marker also represents a hidden bunker filled with civilians and is initially worth 3 VP. Either player may opt to collect 1 VP by having one uncontested, unengaged unit within 3” spend its shooting phase exterminating/rescuing the civilians inside (they can’t otherwise shoot during that phase). The marker loses 1 VP value as its civilians are either killed or rescued.

Vengeance: Mark any Disorder unit that exterminates civilians (not the conscripts). All Order units now have Hatred towards that unit.

They’re Getting Away: Mark any Order unit that rescues civilians. All Disorder units gain Furious Charge when charging that unit.
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